The goal of this special section is to gather recent achieve-38 ments in laughter computing in order to trigger new 39 research directions in this area. Special attention is devoted 40 to computational models of laughter in human-machine 41 and human-human interaction, capturing the multimodal 42 nature of laughter and its variety of contexts and meanings. 43 The special section ultimately aims at providing an interdis- 84 Fortin and Cooperstock used a different approach: they devel-85 oped a novel tickling device, which permitted a precisely con-86 trolled amount of vibration to be delivered to the bottom of a 87 participant's foot. In an experimental study, they measured 88 the effectiveness of this device at eliciting laughter, either 89 with or without accompanying laughter sounds. The response 90 of the participants was measured through a combination of 91 self-reports, behavioral, and physiological measures. Results 92 showed a clear relationship between the vibration intensity of 93 a stimulus and the self-reported perceived ticklishness. More-94 over, hearing laughter had a significant scaling effect on this 95 perception. The properties of the stimulus, however, did not 96 have an effect on the behavioral responses-rather, these 97 were mainly affected by the participants' mood. 
